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PROJECT  OVERVIEW 
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TALK OVERVIEW 

ÅTraditional approaches to engineering education 

ÅEngineering Education Island Project 

ÅIntegration of Virtual Worlds and Virtual Learning 
9ƴǾƛǊƻƴƳŜƴǘΩǎ  

ÅSLOODLE and the SLOODLE Tracker  

ÅVirtual Worlds, hardware integration and VLEs  

ÅGamification of engineering education 

ÅFuture trends 

 

 

 

 

 



TRADITIONAL APPROACHES TO  
ENGINEERING EDUCATION  

How can we improve this? 



THE COMPETITION  

DŀƳƛƴƎ ƛǎ ōŜŎƻƳƛƴƎ ŀ ǎǘǳŘŜƴǘΩǎ ŜǾŜǊȅŘŀȅ ŜȄǇŜǊƛŜƴŎŜΧ ƛƳƳŜǊǎƛǾŜκƘƛƎƘƭȅ ŜƴƎŀƎƛƴƎ. 



THE CHALLENGE  

= 



OPEN SOURCE LOW COST TOOLS  



3D VIRTUAL WORLDS GOING MAINSTREAM 



3D VIRTUAL WORLDS GOING MAINSTREAM 

Increasing mainstream use of immersive worldôs for everyday use 



ENGINEERING EDUCATION ISLAND  



PROJECT OBJECTIVE 

ÅVirtual community dedicated to general 
engineering related education  

ÅInteractive demos and simulations 

ÅIntegration between virtual learning 
environments and virtual worlds 

ÅIntegration between real world and virtual 
worlds 

ÅGame based learning 

 

 

 

 

 



REMOTE COLLABORATIVE LEARNING 



INTERACTIVE SIMULATIONS 

Magnetic field in a toroidal coil 

Half wave rectification DC motor operation 

AC generator action  



EARLY SIMULATIONS OVERVIEW 



LIMITATIONS OF EARLY WORK 

ÅEarly work focussed on simple demos 

ÅLimited interaction and functionality  

ÅNo integration with existing learning 
tools/virtual learning environments e.g. 
Moodle 

ÅNeeded to leverage existing resources 

 

 

 

 

 



LIMITATIONS OF VIRTUAL LEARNING 
ENVIRONMENTS 

ÅGood for course management 

ÅPoor presentation layer e.g. PowerPoint, 
Adobe Flash and video  

ÅNo immersion, limited collaboration  

ÅVirtual worlds are collaborative and immersive 

 

 

 

 

 



SLOODLE PROJECT 



INTEGRATING VLES AND VIRTUAL WORLDS   

ÅSLOODLE is an open source project  

ÅIntegrates the multi-user virtual environment 
of Second Life with the Moodle  learning-
management system.  

ÅProvides a range of tools for supporting 
learning and teaching in immersive virtual 
worlds 

ÅComplements tried and tested leading web-
based learning management system. 

 

 



INTEGRATING VLES AND VIRTUAL WORLDS  
 

ÁCombines advantages of virtual learning 
environments and virtual worlds  

ÁCourse/student management tools and an 
immersive interaction/presentation layer. 
 

 

 



INTEGRATING VLES AND VIRTUAL WORLDS  
 

SLOODLE provides a range of tools which are integrated with 

Second Life and more recently OpenSim  

 

Registration booths     Picture Glossary 

Web-intercom    Awards System 

Quiz chair    Prim drop  

Choice tool    SLOODLE toolbar  

   

Although SLOODLE tools help teaching and learning in Second Life, 

they lacked the functionality to  track and record an avatar interactions 

with in-world objects... 

 

 

 



SLOODLE TRACKER  

ÅSLOODLE Tracker is a plug-in which allows 
interactions with objects in Second Life & Opensim 
to be tracked and recorded to a Moodle webpage.  
 
ÅStudents and facilitators both have a view of the 

recorded results for analysis, assessment and 
feedback 
 

Very simple functionality allows you to scaffold, 
structure and record the learning experience! 
 
 



SLOODLE TRACKER: HOW IT WORKS   



SLOODLE TRACKER: SENSOR  



SLOODLE TRACKER: SENSOR   
Two actions which are recorded to a Moodle webpage.  

 

1. When an avatar approaches a SLOODLE Tracker object, a 
sensor detects the registered avatar and records this to the 
corresponding Moodle webpage. A message will appear in 
Second Life stating that the avatar has been tracked at the 
particular location in Second Life.  
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SLOODLE TRACKER: BUTTON  



SLOODLE TRACKER  
 

2.  When a registered avatar touches a SLOODLE Tracker button 
in Second Life, this action is recorded and displayed on the 
corresponding Moodle webpage. 
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RECORDING THE PROCESS   



ENHANCED EXISTING SIMULATIONS 
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